Cave
ventures

Hi! Welcome to Cave
Adventures! There's a little story
that goes with this PDF. Back in
1990 my best friend Dave and |
wanted to run a DnD adventure
for our class as a school project
but we couldn't because the
school board had banned DnD
and DnD paraphenillia on school
grounds because of complaints
from some parents, so Dave and
| decided to write our own RPG.
After our project, it sat in a closet
with old schoolwork for the last
18 years, until my mother found
it and sent it to me. Just for fun,
not because it has any particular
merit, | decided to scan it in and
share it. Enjoy!

~Matt
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That's Dave's Hancock there. |
0_%2’ haven't really kept in touch with him in

years, so I'm releasing this without his
%a%ﬂl/—/ knowledge or consent. | hope it
doesn't get him kicked out of his

current gaming group.




You may
notice
immediately
that we're
using
spinners
instead of
dice. That's
because of
the ban on
paraphanelia.

You'll also
notice plenty
of errors. For
example, it
says earlier
you'll only
need the s12
for this
example,
then prompts
for the s20 as
well. Just
consider
them flavor.
We were
13ish after all.




Shagrat was
one of
Dave's
favorite DnD
PCs. His
two brothers
played
Shagrat's
brothers:
Mepesh and
Robin Diego.

Sorry about the scan quality. I'm scanning in 20 year
old dot matrix printouts. You'll notice the scan quality
improve in later sections. That's because only Dave
had a printer. My sections were typed on a typewriter.




From what | remember ,
.|aside from the standard fare,
the hulkers were large insect
people, Ameboids were
semi-amorphous humanoids,
Wurrs were small puff-balls,
and.... No idea what the Nair
were. I'll just pretend they're
hairless cat-men because
that sounds crazy enough to
be right.

Did you know?

100% of the players of
Cave Adventures have
asked for Gnhomes to be
added to the list of races,
so here's their official stat
line:

S:-2 I:+1 H:+1 A:+1
Gnomes have no further
adjustments for sex
because | don't feel like it.




These
requirements
don't match
those in the
handbooks
100%. When
they conflict,
use
whichever
you feel like.
As if | could
stop you.

The Ultimist was mine. | had read the April
Fools issue of Dragon Magazine with them and
didn't understand why it was a joke. They
sounded cool to me.

I'll be pointing out other parts that don't make a
damn bit of sense but sounded cool to a 13 year
old boy. Most are also mine.




In retrospect,
calculating
force via
mass times
speed might
be a tad too
complicated
for a RPG die
mechanic.
18 years ago
however, it
was ground-
breaking. To
us, anyway.




Yeah. You might notice the
damage on whips. That's
mine too. What's cooler
than a whip?










Don't know exactly where some of these
numbers came from. In retrospect it seems
like the number for humans is much too
high, and maybe the number for the giant
insect people is a little low.
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| have no idea what even possessed us to put ninja in
an otherwise eurocentric game. Beyond that, | have no
clue why we thought turning undead was a must-have
class funtion or why we gave it to ninjas.




























No idea why we had to so
strongly emphasise that
soldiers never travel alone.




Normal Mun's

Hundhook



Given the equipment
prices, carpenters and
blacksmiths especially
make money hand
over fist.




Ultimist’s

Handbook



One in ten thousand, isn't technically correct,
since only humans can pull of the stat rolls
required for ultimists and they get a total
bonus of +1 to one stat. Thus, the chances
are actually 2 in 10,000. That's why it totally
makes sense that if you let your players
make characters unsupervised, no less then
three of them will have those rolls.
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Job of a Dungeon Master

The job of the Dungeon Master is to create dungeons,run
battles,be imaginative,and be fair. Being fair is the most
importent rule. Another responsibilitie is to create dungeons.
The first step is to decide why the players are adventuring.
This can seriously effect the dungeon, if your party is
trying to save a princess from a diamond dragon you wouldn't
set the adventure in a marsh. The next step is to plan the
dungeon, again you must be reasonable. The third step is to
put monsters and treasures in the dungeon it is not essential
to put a monster or treasure in every room. Once you have
done this you have created a dungeon. Another job of a Dungeon
Master is to run battles, refer to the chart below.

Order of Events
SURPRISE (a)
INITIATIVE (b)

FIRST PARTY ATTACKS:

1 Missile attacks

2 Melee attacks

3 Magical attacks
SURRENDER (c¢)

SECOND PARTY ATTACKS:

1
2
3
Repeat from INITIATIVE

(a) SURPRISE
Spin for each party
1s6 Reaction roll
1-2 surprised
3-6 not surprised
A surprised party may be attacked(l free round), talked to,
or scared away.

(b) INITIATIVE

Used to see who attacks first. Each party spins. Whoever
spins highest attacks first. If they get the same number
respin.

(c) SURRENDER

If the opposing party is down to less than half their total
hit-points they may surrender. Be careful! They may try to
escape!

Being imaginative refers to dungeons and monsters don't
just say 'a zombie attacks'.Say "flesh dropping off his bones
the zombie lurches towards you." You are also encouraged to
make your own monsters if you wish. It's not that hard try
a couple of times, I didn't do my first one perfect!

Every Dungeon Master has his own little point which he freaks
on mine is monsters. Others are time, measurement, ect. If you
feel we've left something out just add it yourself. The bottom
line ig HAVE FUN 1!

Words to live by. Maybe the best six words in
this whole game.

e i e



A dungeon Master must also know how to make monsters.
This can be done in several easy steps. The first step is to pick
a monster, next look at the number under HP. Then spin that spinner.
This is the number of hit-points the monster has. The next number is
the monster's armor class or the number you take away from your hit.
The next line is alignment or how the creature tends to act. Good
creatures tend to be helpful, evil ones live to wreak havoc and neutrals
might do either. Next is attacks. This tells how many and what kind
of attacks they have. After that is damage this tells how many hit-points
one attack takes away. Then comes special which tells about any unusual
attacks the creature can do. Finally comes treasure which tells which
kind of treasure if any the monster carries. after that comes experience
which is the number of experience you get for killing one of this kind
of monster. Then comes a description this tells you what the monster
looks like. Last comes force resistance if this is greater than what
you roll for force you don't hit the monster.

MONSTER LIST

Animals
These descriptions are blank. In some cases that's
ape because these are animals. You don't need a
HP 20 description for an ape. On the other hand the undead
ig o cral have no descriptions because many cultures have
AT ?eﬁiiz different conceptions of what undead look/act like and
DM 1-6 we should let the reader decide for themselves.
SP none That's the story | gave Dave. The real reason is | was
TR none too lazy to do descriptions for undead. Game design
Xp 20 is hard work!
DES
FR 54
bat giant normal
HP 4 1
AC 0 0
AL neutral neutral
AT 1 bite 1 bite
DM 1-4 1
SP none none
TR none none
XP 4 1
DES
FR 24 8
bear brown grizzle polar
HP 10+5 30 35 That's not grizzly misspelled.
AC 0 0 0 These are grizzle bears. They live
AL neutral neutral  neutral out in the woods, wear flannel,
AT 2 claw 1 bite hunt, and yell unintelligibly at any
DM 1-4 1-4 1-8 1-6 1-6 1-10 kids they see
SP bearhugl-8 )
TR
XP 15 30 35
DES

FR 90 90 90



Isn't it nice that we put the taming
rules right here with the monsters

dog tamed wild hawk.. and not in the class handbooks
HP 6 6 HP 4 where they belong? We're
AC A tame 6 AC 0 forward thinking like that.
AL dog is neutral AL neutral
AT a wild 1 bite AT 2 talons
DM dog 1-4 DM 1-4
SP tamed none SP A ninja may tame a hawk
TR by a none . roll 10 +INT if you get 10
XP merci- 6 or higher you have tamed it.
DES nary : TR none
FR sp 10+ 36 XP 4

INT if DES
10 or higher dog is tamed FR 22

eagle Undead
HP 6
AC O black shroud - vampire
AL neutral HP 10+3
AT 2 talons AC 4
DM 1-4 1-4 AL evil
SP none AT 1 strangle
TR none DM 1-4
XP 6 SP none
DES TR none
FR 36 XP 13

giant DES

fish catfish piranha piranha FR 21 .
HP 4 1 4
AC 0 0 0 disembodied hand
AL neutral neutral neutral HP 6+1
AT 4 tentacles 1 bite 1 bite AC -1
DM l+paralysis 1 1-4 AL evil
SP none none none AT 1 strangle
TR none none none DM 1-4
XPp 4 1 4 SP none
DES TR 20% chance of 1 ring
FR 3 3 6 Xp 7

DES

great poisonous frog FR 2
HP 6
AC O ghoul
AL neutral HP 24
AT 1 tongue AC 5
DM 1-4+poison AL evil
SP none AT 1 bite 2 claws
TR none DM 1-6+paralysis 1-4 1-4
XP 6 SP none
DES TR D
FR 16 XP 24

DES

FR 42



demon dJgreater lesser -demon
HP 42 36
AC 8 4
AL evil evil
AT 1 scream 1 bite 2 claws
DM special 1-8 1-4 1-4
SP Each time a demon screams

each player must make a
saving throw versus poison

HP

~AC
~AL
AT

‘DM

SP

TR

or be deafened for 1-4 minutesXP

and has -1 to hit and damage.

TR E D

XP 42 36

DES

FR 100 80
skeleton -skeleton

HP 8

AC -1

AL evil

AT 1 weapon
DM by weapon
SP none

TR A

XP 8

DES

FR 36

vampire -vampire

HP 50

"AC 6

AL evil

AT 1 bite

DM 1-6 - 1000 xp points

SP A vampire may polymorph to a
regular bat

TR G

XP 50

DES

FR 42

zombie -zombie
HP 8
AC -2
AL evil
AT 1 weapon
DM by weapon
SP none
TR A
XP 8
DES
FR 36

FR

Monsters

ant man

12

5

neutral

4 claws 1 bite

1-4 1-4 1-4 1-4 1-6
none

C

12

56

DES .An ant man is an ant

HP
AC
AL
AT
DM
SP
TR
XP
FR

that is very large,
walks upright, and is
semi intelligent.

arachnea
10

5

evil

1 bite
1-6

none

C

10

36

DES Arachnea are half

HP
AC
AL
AT
DM
SP
TR
XP
FR

man half spider and
enjoy bullying people

gargoyle

25

3

evil

2 claws 1 bite
1-4 1-4 1-6
none

none

25

70

DES A gargoyle is a stone
statue found on buildings



HP 80 70 60
AC 0 0 0
AL evil neutral neutral
AT 2 fist 2 fists 2 fists
DM 2-20+5 2-20 6-15
SP none none none
TR Hx3 Hx?2 H
XP 80 70 60
FR 144 121 100
DES A giant is a 100 ft.
tall being. Most don't
show themselves but are
fierce fighters.
margoyle
HP 30
AC O
AL evil
AT 1 bitr 2 claws
DM 1-8 1-4 1-4
SP none
TR D
XP 30
FR 63
DES A margoyle is a more ferocious
gargoyle
umber hulk
HP 25
AC O
,AL neutral
AT 1 bite 2 claws
DM 1-10 1-6 1-6
SP charm spell 3 times per day
TR C
XP 25
FR 90
DES An umber hulk is a huge
belligerent beast with a huge
beak. It is roughly human in
shape.
unicorn BLACK WHITE
HP 35 30
AC 0 0]
AL evil good
AT 1 kick 1 kick
DM 1-12 1-10
SP 3-30 5-50
spell- spell-
points points
TR horn horn
inflict cures
1-6 per 1-6 per
day day
XP 35 30
FR 64 56

giant fire ice normal

werewolf

HP 16
AC o
AL evil
AT 1 bite
DM 1-6
SP Every time a victom is
bitten they must make a saving
throw verses spells or become
a werewolf.
TR E
XP 16
FR 42
DES A werewolf looks like

a regular wolf but

is only affected by

silver weapons

WotC, please don't sue me. Sorry
| blantantly ripped off your
monsters 19 years ago.




Dragons

white yellow blue violet green red orange
HP 10 20 30 40 50 60 70
AC 1 2 3 4 5 6 7
) P neutral—-————————- ) evil neutral
AT (-- 1 bite 1 claw-~) (= 1l bite 2 claw --)
DM (~———— 1-8 1-4 ——-~—=---- ) ( 1-8+1 1-4+1--)
SP (--- 4 spell points —----) (--- 8 spell points --
TR C D E F H H+D H+E
XP 10 20 30 40 50 60 70
FR 9 16 25 36 49 64 81
BREATH WEAPON LETTER
B E D D C A AE
rainbow black silver gold
HP 80 90 100 110
AC 8 9 10 11 I'm not even going to bother
AL good evil neutral good trying to figure out this mess.
AT (~=---- 2 bites 2 claw) Good for you if you can do it.
DM (1-8+2 1-4+2) (1-8+3 1-4+3)
SP 8 spell 12 13 14
TR H+F H+G H+H H+H+H
XP 80 90 100 110
FR 100 121 132 144
BREATH WEAPON LETTER
ABCDE CE ABD ABDE

BREATH WEAPON CODES

letter A B Cc D E
name fire ice acid lightning noxious cloud
MAX DM 20 12 8 30 35

A dragon may use his breath weapon 5 times a day

Crystal dragons
rquartz.  turquoise jade garnet pearl topaz emerald

HP 10 20 30 40 50 60 70

AC 1 2 3 4 5 6 7

AL (- neutral -) evil neutral evil evil neutral

AT 1lclaw 2 claw (1 bite 1 claw)(l bite 2 claws---———-

DM 1-4-2 1-4-1 ( 1-8 1-4 ) (.1-8+1 1-4+1) 1-8+2 1-4+2
spells 4 4 4 4 8 8 8

TR* * * * * * *

XP 10 20 30 40 50 60 70

FR 9 12 16 25 36 49 64

BREATH WEAPON LETTER
A A c B D BA CAa



ruby dimond
HP 80 100
AC 8 9
AL evil good
AT (2 bite 2 claw)
DM ( 1-8+2 1-4+2 )

SP 8 12

TR * *H

XP 80 100

FR 81 100

BREATH WEAPON LETTER

ACD ABCD

BREATH WEAPON CODES

letter A B:. C D
name REGULAR MOLTEN COLD POISON

MAX DM 1-4 1-6 1-6 1-8
SPRAY+ 1-4 1-6 1-6 1-4

A crystal dragon may fire shards 4 times a day.
* A gem dragon has 1-10 of its gem. It's pelt is
worth 10 times it's gem value.
+ Spray is the number of shards a dragon may throw.

spins vs. dragon breath

(shard breath is done on the hit roll system.)
level 1-5 6-10 11-15 16-20 21-25 25-30
white 50% 60% 70% 80% 90% 99%
yellow 45% 55% 65% 75% 85% 95%
blue 40% 50% 60% 70% 80% 90%
violet 35% 45% 55% 65% 75% 85%
green 30% 40% 50% 60%  70% 80%
red 25% 35% 45% 55% 65% 75%
orange 20% 30% 40% 50% 60% 70%
rainbow 15% 25% 35% 45% 55% 65%
black 10% 20% 30% 40% 50% 60%
silver 5% 15% 25% 35% 45% 55%

gold 1% 5% 10% 15% 20% 25%
dragon environment
dragon where found
white polar regions
yellow sandy beaches’
blue desert
violet sea’
green woodlands
red mountains
orange caves
rainbow anywhere
black caves
silver anywhere
gold anywhere
quartz polar regions
turquoise gdesert
jade desert

garnet hills



dragon vwhere found
pearl sea

topaz mountains
emerald caves

ruby caves
diamond volcanoes

chance of being asleep

dragon chance ofi Being asleep
wvhite 90%
yellow 80%
blue 70%
violet 60%
green 50%
red 40%
orange 30%
rainbow 20%
black 15%
silver 10%
gold 5%
quartz 90%
turquoise 75%
jade 60%
garnet 45%
pearl 30%
topaz 25%
emerald 20%
ruby 15%

diamond 10%

Lowlife

bee,; .giant

HP 6
AC O TR none
AL neutral XP 8
AT 1 sting FR 42
DM 1-6 DES This is simply
SP A have has 4-40 pints of a very large
honey 1 pint of honey regains 1 hp dragonfly
TR NONE
XP 6 fly, giant larva
FR 36 HP 8 4
DES A giant bee is a very AC O 0
dangerous enemy in large AL neautral neutral
quantities once it hits AT 1 slam 1 slam
though it dies. DM 1-6 1
SP none none
dragonfly, giant TR none none
HP 8 XP 8 4
AC O FR 54 54
AL neutral DES This just looks like
AT 1 bite a giant house fly
DM 1-8 and larva.

SP none



HP
AC
AL
AT
DM
SP
TR
XP
FR
DES

HP
AC
AL
AT
DM
SP
TR
XP
FR
DES

HP
AC
AL
AT
DM
SP
TR
XP
FR’
DES

fungoid

3

1

neutral

1 touch

1 regardless of AC

rotting disease

A

3

5

Fungoids are 1 inch

tall people made of fungus,
every time a character is
his by a fungoid he has a
30% chane of contracting a
rotting disease that causes
1 HP per round for 1-6
rounds.

slugoid

6

0

neutral

none

none

+4 regeneration till dead

none

6
10
A slugoid looks 1like
a giant slug, if caught
when a baby and trained
for 10 years they will
act as a steed of speed
20.
worms giant linking red
4 6 8
=1 0 0
neutral neutral evil
none strangle bite
none 1-4 1-6
nohe none none
none none none
4 6 8
1 2 3
Giant Linking red

This cracks me up. Not only is the thought of
an adventurer riding around on a giant slug
hilarious, but there are no mount, or speed
rules in the game!

Further, there's no rules for passage of time,
so good luck training one for ten years.

purple

10

1

evil

bite

1-8

4 spell points
A

10

4

purple worms

worms worms worms are just more
are link are powerful red
just together just worms who can
giant to more cast spells.
worms. strangle powerful

giant worms.



Monsters hit players differently then players hit monsters.
Monsters hit by armor class. The greater the XP of the
monster the better chance it has of hitting you.

ARMOR CLASS 1-5 6-10 11-15 16-20 21-25 26+

XP 1-10 10 11 12 13 14 14
11-20 9 10 11 12 13 14
21-30 8 9 10 11 12 13
31-40 7 8 9 10 11 12
41-50 6 7 8 9 10 11
51-60 5 6 7 8 9 10
61-70 4 5 6 7 8 9
71-80 3 4 5 6 7 8
81-90 2 3 4 5 6 7
91-100 2 2 3 4 5 6
100+ 2 2 2 3 4 5

Some monsters carry treasure to find what they carry use
the table below.

TREASURE TABLE

GOLD SILVER COPPER GEMS MAGIC TREASURE .= JEWELRY
A n n 1-10 n n n
B n 1-10 2-20 n n n
C 1-10 2-20 3-30 n 5% any 1 n
D 2-20 3-30 4-40 n 10% any 2 1-4
E  3-30 4-40 5-50 1-4 20% any 3 1-6
F 4-40 5-50 6-60 1-6 25% any 3+1 scroll 1-8
G 5-50 6-60 7-70 1-8 30% any 4+2 scrolls 1-10
H 6-60 7-70 8-80 1-10 35% any 5+2 scrolls 1-100

GEM TYPE

1-10 gem value in GP

1 quartz 5

2 turquoise 10

3 jade 20

4 garnet 30

5 pearl 50

6 topaz 80

7 emerald 100

8 diamond 150

9 *fire topaz 200

10 ruby 500

* A firetopaz may be used as
a weapon by anyone except
soldiers and acrobats.
For each level of the character
it does 3 HP of damage. However
this makes it worthless.



MAGIC TREASURE TABLE

1-10 ITEM

1-3 miscellaneous magic

4-6 weapon

7-8 armor

9-10 scroll

1-10 MISCELLANEOQUS MAGIC

1 arrow of arachnid slaying
2 statue of monster summoning
3 wand of fireballs

4 grappling hook of climbing
5 healing potion

6 figurine

7 sphere of lifedrain

8 amulet of magic shielding
9 shield ring

10 claw gauntlet

MAGIC WEAPON
1 spin 2-20
2 find appropriate weapon
3 spin 1-6
4 1-2 +1 to speed and mass
3-4- +2 to speed and mass
5-6 +3 to speed and mass

20 item

2 sword
-4 battle axe

6 dagger
halberd
warball and chain
crossbhow
10 longbow
11-12 sling
13 boomerang
14-15 throwing star (4)
16-17 arrow (4)
18-19 dart (4)
20 scythe

1-6 ARMOR

1 leather 2
2 padded 4
3 scale ©

4 ring 8

5 plate 10
6 shield +2
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SCROLL TABLE
Anyone can use a scroll, but if anyone but a wizard
or an ultimist uses one they must spin 1-10 if they
get a 1, they fail and the scroll disintegrates.

2-20

2 magic arrow

3 magic silver arrow
4 detect invisible
5 cause fear

6 animate weapon

7 charm

8 cause horror

9 nauseating cloud
10-11 killer cloud

12 wind warrior
13-14 bless

15 raise dead

16-17 cure light wounds
18-19 cure serious wounds

20 cure all wounds
-6 JEWELRY GP Chance of being studded
ring 10 1-2
necklace 20 1-3
bracelet 50 1-4
brooch 100 1-7
crown 200 1-9
sceptre 500 1-10

Jelery may be studded with jewels
roll 1-4 to find many, then roll
for the type. Add the values

of the gems.



| don't put
weird diagonal
corridors in my
dungeons
anymore. Too
much of a pain
to map.




Room 1

50 x 50 - N,S,E,W
5 Bats

Morale. 1

Xp. 1

FR. 8

AC. O

HP. 1

Alignment. Neutral
ATT. 1 Bite

DAMM. 1

Room 2
50 x 60 - E,(N)
Empty

Room 3

50 x 60 - N, W

4 Disembodied Hands - ZOMBIE
Morale. 5

Xp. 7

FR. 2

AC. -1

HP. 3

Alignment. Evil

ATT. 1 Strangle

DAMM. 1-4

Treasure Turquoise ring

Room 4
Empty

Room 5

50 x 30 - W

6 Giant Worms
Morale. 1

XP. 4

FR. 4

AC. -1

HP. 4
Alignment. Neutral
ATT. None
DAMM. None

Room 6
50 x 30 - w
Empty

Room 7

40 x 40 - N,S,E
1 Arachnea
Morale. 5

XP. 10
FR. 36
AC. 5

HP. 5

Alignment. Evil

ATT. 1 Bite

DAMM. 1-6 + Poison
Treasure 16 GP 12 CP
4 Wands of fireballs

Room 8

30 x 30 - E,(s)

15 GP 27 SP

Scroll Cause serious wounds
Killer cloud Cause horror

Room 9
30 x 60 -~ S
9 CP

Room 10

? - S, W

Every minute the party is in
this room a skeleton

rises from the pool of water
in the middle of the room.
Skeleton

Morale. 5

XpP. 8

FR. 36

AC. -1

HP. 4

Alignment. Evil

ATT. 1 Boomerang

DAMM. 1-6 There are boomerangs

everywhere in this damn
Room 11 game, EXCEPT the
60 x 40 - S,W,W equipment list. Got me.

Empty

Room 12
40 x 40 - E
Empty

Room 13
Empty

Room 14

50 x 40 - N,N

5 Fungoids

Morale. 2

Xp. 3

FR. 5

AC. 1

HP. 1

Alignment. Neutral
ATT. 1 Touch

DAMM. 1 Regardless of AC



Treasure 2 CP

Room 15
Empty

That's the end of the "official* game, but in the folder with
the copies of the game was some notes we made during
the planning stages as well as some concept art that
never went anywhere. [I've included it as bonus content.
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This is my interpretation of
a troll, heavily influenced by
the TI1-99 4a game "Tunnels
of Doom"
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Not really sure
why this guy
needs wings but
not legs.




O.K., this is the concept art for the
disembodied hand. I'd love to say
that's it, but for some reason, severed
hands were my favorite subjects to
draw around this time in my life. In
retrospect | have no idea why this
never bothered my parents. The most
frightening part is that it was in no way
a short phase for me. My high school
senior year art project was a life-sized
sculpture of a severed clutching hand.
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Now, THIS is some of
Dave's art. He was,
and | suspect still is, a
far better artist than I.
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What you're looking at here is a
system for crafting swords out of
custom materials and styles. It
didn't make it into the final cut for
time reasons.

That's a shame since it's easily
the most innovative concept we
came up with.
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Here's an example of the system
at work. Giant pain in the ass in
function, but it was cool back then.
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i Bu“ Cow
Hit Points

Align ment .
Just in case you were
Aﬁ& chs wondering. Second
|' D edition will totally support
. m both bulls AND cows.
| = 098, Here's the proof.




Here's another "create something" system that got cut. This
one's for mosters or demons or something. As I recall, it's
largely inspired by the similar table in the DnD 1st edition DMG.
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= could see the three rejected class concepts below it.

Evidentally as if undead-turning ninjas weren't an identity crisis enough
for this game, the Sci-fi elements never made it to print. There's
actually another three pages of it | omitted. | only included this so you
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Here's three more races. |
don't remember what they
are. We'll say that....

Moblocks are wingless bird
men, Snithes are a lizard
people, and Kuma are a
cowardly race of water elves.

Anyway, that's Cave Adventures. Hope that it
at least gave you a laugh or made you realize
that no matter how bad you are at game
design, there's always Cave Adventures.
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